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TO THE PUBLIC, 


HE great demand for my v 
« Short Rules far Whijt,” 


ſeven thouſand having been th: 
ſold in twelve months, has — 
flattered me ſo much, that I 0 
cannot reſiſt the ſolicitation of | rac 


many friends to publiſh Short per 
Rules at the Game of. Quadrille, 
| which Itruſt will alſo be found oY 
| uſeful and convement both to em 


the proficient and learner. * the 
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DEDICATION. i 
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To THE MOST HIGH, PUISSANT, 
AND UNIVERSALLY ADORED 
SPADILLE, SOLE EMPEROR OF 
MATTAD: RES, AND ALL THEIR 
DEPENDENCIES. 


VW #4aTrves well-founded rea- 

ſons there may be to expect 
that peace, liberty,and happineſs are 
about to be reſtored to all mankind, 
by limiting or even annihilating the 
ulurped authorities which a long 
race of tyrants has been hitherto 
permitted to exerciſe over them; 
with what rapture muſt your Im- 
perial Highneſs, as well as all the 
SHUFFLING WORLD, bchold your 
empire increaſing and extended to 
the moſt remdte parts of the globe! 
whilſt the love and admiration of 
your ſubjeQs daily and nightly ma- 
nifeſt an enthuſiaſm and devotion 
to your laws and conſlitution, and 
an ardour of affed ion for your per- 
ſon, far beyond thoſe of any other 
potentate on the earth. 

Other inferior monarchs, and 
petty tyrants, have uniformly diſ- 
graced the dignity of their courts, 

4 2 aud 


CSI 


and wiſdom of their councils, by 
rmitting frumpets and knaves to 
are their bonours ; but as a proof 
of your ſupereminent wiſdom and 
virtue, as well as to demonſtrate to 
the univerſe your ſupreme and un- 
bounded powers, your Highneſs has 
conſtituted, created, and appointed, 
that a ſmall piece of card paper, 
ſtamped with ſeven red ſpots (the 
emblems of honeſt hearts), and a 
ſew other inoffenſive characters, 
thould rank and take precedence of 
all Kings, Queens, and courtly 
Knaves on the globe, in the pre- 
ſence of your Imperial Highneſs. 
Nay! even the great CATRTRINE 
of the Ruſhas cake has been dubbed 
the Queen of Clubs, and who has 
ſo often enfcelled the moſt Herculcan 
Poles ), is obliged to ſubmit to your 
Highneſs's commands, and give 
cedence to your favourites, even 
to the ſable Ace, her own diminu- 
tive bantling. | 
That the greateſt monarchs, phi - 
loſophers, heroes, legiſlators, and 
divines, ſhould thus unrverſally unite 
in demonſtrating their admiration 
of your Imperial laws and inſtitu - 
tions, by devoting the greater part 
of their time, nay, whole days and 


nights, to the ſtudy and practice of | 


them, 


i a 


them, muſt afford to your High- 
neſs the moſt delightful ſenſations. 


But when we behold with what 
univerſal ardour and rapture the 


moſt beautiful as well as the moſt 


deformed part of the ſofter ſex, of 


whatever age, tank, or condition, 
approach the ſhrine of your Tavn- 
LowWNIAN Majeſty; when we ſee 
the tremblings, agitations, palpi- 
tations, and extacies of the moſt ex- 
alted heautics, when bleſſed with 


Poſſeſſtion of you; and when we ſtand 


aghaſt at the inexpreſſible envy, re- 


ſentment, and rage, depicted in the 
features of the miſerable ſair-ones. 


who are deprived of that ſuperla- 
tive bliſs; it proves, beyond all 
powers of contradiction, that your 
ſublime Highneſs's ſuble viſage is 
beloved, adored, and worſhipped, 
in a ſuperlative degree, beyond all 
other inferior mortals. 

Impreſſed as Iam withthe higheſt 
vener ation, at the ſublimity, older, 
and regularity of all your laws and 
inſtitutions, and frem a conviction 


that — are not ſo ſufficiently and 


univerſally promulgated and incul- 
cated as they ought to be, in the 
minds and hearts of all your ſub- 
jects and votaries throughout the 
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univerſe, I have, with great humi-, 
lity, preſumed to reviſe, expound; 


and explain the moſt eſſential parts 
of them, and to offer ſuch few addi- 
tions as, I flatter myſelf, will not 
only render the whole code more 
intelligible, clear, and perfed, than 
any other publication of them now 
extant, but will alſo cnable rhe mot 


ſimple capacities to underſtand, . 


practiſe, and obey them, with the 
greateſt delight and advantage. In 
that perſuaſion, this little perform- 
ance is, with all poſſible reſpect and 


obedience, offered to your Imperial 


protection, by . 
our ſublime Highneſs's 
Moſt dutiſul, 
Moſt faithful, and 
Moſt devoted Admirer, 


BOB SHORT, 


Baker's Coffeehouſe, 
E xchange Alley, 


Fan, 1, 1793. 
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THE 


GAME or QUADRILLE- 


— — 


T #15 game is played by four per- 

ſons, with forty cards, leaving 
out the 8's, 9's, and 1o's, and dealt 
by three at a time round twice, and 
once four. I his game is dealt and 
played to the right hand, contrary 
to Whull, 


— 


RANK AND ORDER OF THE CARDS 
WHEN TRUMPS,. | 
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Clubs & Spades. Hearts & Diamonds, 


Spadille, Ace of Spadille, Ace of 
Spades Spades 

Manille, Deuce of Manille, Seven of 
Spades or Clubs Hearts orDiamonds 

Baſto, Ace of Clubs Batlto, Ace of Clubs 


| King Punto, Ace of Hearts 

cen or Diamonds 
Knave ' King 
Seven Queen 
Six Knave 
Five Deuce 
F ur Three 
Three Four 

Five 
Six 
| — — 
f 11 in all 12 in all 
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Spadille and Baſto are always the 


ſame, and the firſt and third trump, 


which makes ta trumps in red, and 
only 11 in black. 
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RANK AND ORDER OF THE CARDS 
WHEN NOT TRUMPS., 


— . ꝗ— — 


Clubs & Spades. Hearts Diamond.. 
King King 


Queen Queen 
ama OW 

even — ce 
Six Deuce 
Five Three 
—— — 
Three ie 
Deuce Six 

Seven 
9 inall 10 in all 


The red cards rank backwards 
up to the ace, except when trumps, 
in which caſe the ſeven an ace are 
always manille and punto, and rank 
the 2d and 4th beſt cards ; the pic- 
ture cards always the ſame in all 
ſuits, 


TERMS 
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TYRMS USED IN THY GAME, 


Spadille, is the ace of ſpades, 
which is always the beſt trump. 

Manille, is, in black, the deuce 
of ſpades or clubs; in red, the ſe- 
ven of hearts or diamonds; and is 
always the ſecond beſt trump. 

Baſto, is the ace of clubs, and al- 
ways the third beſt trump. 

Punto, is the ace of hearts or dia- 
monds, when trumps, and then only 
it is the fourth beſt card, otherwiſe 
rhe ſeventh. 


To leave, is to aſk leave to 


play with a partner, by calling a 
g. 


Play alone, or Sans Prendre, is to 
play without a partner, or calling a 

ing, 

Pie is when you have not a 
hand either to play alone, or with 
calling a king. 1 

Forc'd Spadille, is when all have 
paſſed, he who has ſpadille 1s 
obliged to play. | 

Baſt, is by not winning when you 
ſtand your game, or by renoun- 
cing: inwhich caſe you pay 2s many 
counters as are down. 

Friend, is the player who has the 
king cal — 


AS Mat- 
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Mattador cn. Spadille, manille, 
baſto, which are always the three 
beſt trumps. a 

Ombre, is the name given to him 
who ſtands the game. 

Pool, conſiſts of the fiſh which are 
ſtaked for the deals, or put down 
by the players. 

Remiſe, is when they who ſtand 
the game do not make more tricks 
than their adverſarics, and then 
they loſe by remiſe. 

Renounce, is not to play in the 
ſuit led when you have it. 

Roy Rendu, is the king ſurren- 
Pies” when called, and given to the 
ombre, for which he pays a fiſh ; he 
is with that to win the game alone. 

Force, is when you play a ſtrong 
trump againſt ombre, to weaken 
him if he over-trumps. 

Forc'd Sans Prendre, is, when 
having aſked leave, one of the 
players offers to play alone, in 
which caſe you are obliged to play 
alone, or paſs, 

Tenace, is to wait with two 
trumps which you muſt make, when 
he who has two others is obliged to 
lead ; ſuch as the two black aces 
againſt manille or punto, 

' Vole, 


. 
Vole, is to get all the tricks, 


either with a friend or alone, ſans 
prendre, or declared at the firſt f 
the deal. 


The pool to be played for is ge- 
nerally twelve-fiſh or more, pur in 
by each player, or (to prevent 
light-fingered gentry from being 
tempted) each player puts down ix, 
when eldeſt hand, which is now 
moſtly adopred, one of which 1s 
paid to the black andred aces, and 
two to the winners of the game, 
which if with mattadores, to be 
paid one more each. If a ſans pren- 
dre, or alone game, the winner to 
receive the ſame ; if a vole is played 
with calling a king, the game to be 

aid double, or two each; if a vole 
is played ſans prendre, or alone, 
three from dl if a vole is de- 
clared ſans prendre at the firſt ofthe 
deal, then ſix each. 

The ſame number of fiſh to be 
paid by the loſer of the game 
played, and the ſtakes for the game 
are to be added to the next, unleſs 
the winners do not get five tricks; 
then the oppolite parties take the 
ſtakes, which is called baſting off 
the board. 
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When you have dealt, and each 
perſon ſeen his cards, the firſt 
player, which is the perſon on the 
dealer's right hand, is to aſk leave, 
paſs, or play ſans prendre, which, 
if he 2 the next to the right, 
till either one of the four play; but 
if all paſs, he who has ſpadille is 
obliged to play, and name the 
trump; but if he does not make 
three tricks, he is baſted. If he 
plays with calling a king, or ſans 
prendre, ſix tricks; if the vole, all 
the tricks; and if they do not get 
four tricks, they are baſted off the 
board, and the adverſaries win their 
mg When you play, calling a 

ing, and have got your game, you 
have a right to aſk your partner if 
he can get two tricks, before you 
play the vole. 

The game is alſo ſometimes 
played in a favourite ſuit, which is 
generally hearts, and which has the 
preference of playing alone; or the 
vole, for which an additional fiſh is 
paid or loſt. 

It is alſo played with roy rendue, 
called mediateur, by buying a king 
you want from any, giving another 
card, and paying a fiſh for it, with 
which you play alone, or ſans 

prendre. 


9 | 
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prendre. But theſe are ſeldom 
played, and only render the game 
more complex and difficult for 
learners, and often prevent an 
agreeable party from making a pool, 
elpecially as it is only playing a 
higher ſtake the common game, to 
| attention. 


SHORT RULES, 
Ec. Ce. 


CO — 


I, 
WW” EN you are the ombre, and 
your friend leads from a matt, 
play your beſt trump, and lead rhe 
next beſt when you can, 


II. 
If you poſſeſs all the trumps, keep 
leading them, except you have win- 


ning cards. 


III. 
If all the matts are not revealed, 
when you have fix tricks, do not 


run a riſk in playing for the vole. 


IV. 

When you are the friend called, 

and hold only a matt, lead it. If 
a matt, guarded by a ſmall trump, 
lead 


. 


lead the ſma Il one, and when ombre 
is Iaſt player, lead the beſt trump. 


V. 
Lead punto, or king of trumps 
in black, when your beſt, which 
if ſucceeds, play a ſmall trump. 


VI. 
If the ombre leads to diſcover , 
his friend, and you have king, 
queen, knave, win with the knave. 


ed — * ds 


VII. 
Preſerve the called ſuit if friend 
or foc. 
VIIL 


When playing- againſt alone 
hand, never leada king, unleſs you 
have the queen, nor change the 
ſuit, and prevent the ombre from 
being laſt player. 

IX. 

You are to call te your ſtrongeſt 
ſuits, except you have a queen 

arded, and if elder hand, you 
— a better chance than middle 
hand. 

X 


A good player may play a 
weaker game, either elder or 
younger than middle hand. 


C ALC U- 


N 


CW 
CALCULATIONS, 


1” is about 5 to 4 that your partner 

holds one card out of two, and 
5 to 2 that he holds one out of three 
certain cards, 


ABBREVIATIONS, 


S. Spadille; M. Manille; J. 
Baſto; P. Punto; Tr. Trumps; 
Kg. King; On. Queen; X. 
Knave; Sm, Small; Sp. Spades; 
Cl. Clubs; Hz. Hearts; Di. Dia- 
monds ; L. Lead. 


GAMES IN RED, WHICH MAY BE 
PLAYED CALLING A KING, 


7. S. M. 2 ſm. Ht. or Di. 2 of Cl. 
and 1 ſm. one, and 4 ſm.cards of 
other ſuits, 1. a ſm. Tr. 

2. S. M. 2 ſm. Hr. or Di. Kg. 2 ſm. 
Cl. and z other ſm. cards, I. a ſm, 
. 

3. S. M. 2 ſm. Ht. or Di. 3 ſm. Cl. 
and 3 ſm. cards, I. a Tr. 

4. S. P. Kg. Q. &c. ſm. Ht, or Di. 
3 ſm. Cl. Qu. and 1 Sp. I. P. 
5. S. P. Kg. Kn. and 1 ſm. Ht. or 

Di. 2 ſm. Cl. and 2 im. Sp. I. P. 

6.5, 


; 


( 16 ) 


6. S. K. Qu. Kn. 1 ſm. Ht. or Di. 
* 2 I im. Cl. and 2 ſm. Sp. 
I. K. oſ Tr. 

7. S. 3, 4, 5, 6, Ht. or Di. Kg. & 
1 Cl. Qn. 2 ſm. Sp. I. 8. 

8. M. B. P. 2 ſm. Ht. or Di. 3 ſm, 
Cl. Kg. 1 Sp. I. M. 

9. M. B. Kg. 2 ſm. Ht. or Di. Qu. 
and 1 ſm, Cl. and 3 ſm. Sp. I. M. 

10. M. B. Qn. 2 ſm. Ht. or Di. 
Qn. 2 ſm. Cl. Kn. 1 Sp. I. M. 

II. M. B. 3 ſm. Ht. or Di. Qn. 1 
ſm. Cl. Kn. 2 ſm. Sp. I. a ſm. 
Tr. 

12. M. P. Kg. 2 ſm. Ht. or Di. 

n. Kn. 1ſm. Cl. Kg. 1 ſm. S 
.. q 


13. M. P. Qn. 2 ſm. Ht. or Di. 
Qn. I ſm, Cl. Kg. 2 ſm. Sp. l. 
Tr 


14. M. P. 3 ſm. Ht. or Di. Kn. 1 
ſm. CI. Kg. Qu. 1 ſm. Sp. I. a 
ſm. Tr. 

15. M. 4 ſm. Ht, or Di. A. 1 ſm. 
CI. Kg. Qu. I im. Sp. I. a ſm, 
Tr 


x6. B. P. Kg. 2 ſm. Ht. or Di. Kg. 
n. Cl. Qn. 2 ſm. Sp. I. B. 
Fa, P. Qn 2 ſm. Ht. or Di. 
n. Kn. 1 Im. Cl. Kg. Qn. Sp. 
J. fm. Tr. 


18. B. 


f 
? 
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18, B. P. 3 ſm. Ht. or Di. Kg. 
> Qn. Kn. 1 ſm. Sp. I. a = 
r. 
19. B. 4 ſm. Ht. or Di. Kg. Qn. 
1 Qn. Kn. 1 im. Sp. I. a ſm. 
2 


20. P. Kg. Qn. 2 ſm. Ht. or Di. 
Kg. Qu. Cl. Qn. Kn. 1 im. Sp. 
play Tr. 

21. P. Kg. 3 ſm. Ht. or Di. Kg. 
* Cl. Qn. Kn. 1 ſm. Sp. play 
a Tr. | 


GAMES IN BLACK, CALLING A 
KING. 


1. S. M. 2 ſm. CI. or Sp. Kn. and 
2 ſm. Ht. and 3 ſm. Di. l. a ſm. Tr. 
2. S. M. 2 ſm. Cl. or Sp. 3 ſm. Ht. 
3 ſm. Di. I. im. Tr. 
3. S. M. 2 ſm, Cl. or Sp. 3 ſm. Ht. 
and 3 ſm. Di. 1. Kg. Tr. 
4.5.Kg. Qu. 2 im. oi. or Sp. Qn, 
1 ſm. Ht. 3 ſm. Di. I. Kg. Tr. 
5. S. Kg. Kn. 2 ſm. Cl. Qn. 2 Di. 
and 2 ſm, Ht. I. a ſm. Tr. 
6. 8. Qn. 3 ſm. Cl. or Sp. Qn. 2 
ſm. Ht. 2 ſm. Di. I. a ſm. Tr. 
7. S. 4 ſm. Cl. or Sp. Kg. 1 ſm. 
n. 2 ſm. Di. I. a ſm. Tr. 
8. M. B. Kg. 2 ſm. Cl. or Sp. 3 
ſm. Ht, and 2 ſm. Di. I. M. 
9. M. 
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9. M. B. Qu. 2 ſm, Cl. or Sp. 3 
ſm. Ht, Qn. and 1 ſm. Di. I. NI. 

10. M. B. K. 2 ſm. Cl. or Sp. Kn. 
1 Ht. 3 ſm. Di. I. M. 

11. M. B. 3 ſm. Cl. or Sp. Qn. 2 
ſm. Ht. Kn. 1 ſm; Di. 1. M. 

12. M. Kg. Qn. and 2 ſm. Cl. or 

Sp. Kg. 1 ſm. Ht. Qn. Kn. and 
1 ſm. Di. I. M. 

13. M. Kg. Kn. 2 ſm. Cl. oi Sp. 
15 1 ſm. Ht. Q, and 2 fm. Di. 
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14. M. Kg. 3 ſm. Cl. or Sp. Qn. 2 
ſm. Ht. Kg. 1 ſm. Di. I. a ſm. Ir. 

15. M. 4 ſm. Cl. or Sp. Kg. Qn. 
1 im. Ht. 2 ſm. Di. I. a ſm. Di. 

16. B. Kg. Qu. 2 ſm. Cl. or Sp. 
Up 2 ſm. Ht. Kg. 1 ſm. Di. I. B. 

17. B. Kg. Rn. 2 ſm. Cl. or Sp. 
Kn. 1 Ht. Kg. and 2 Im. Di. l. 
B. 

18. B. Kg. Kn. 3 ſm. Cl. or Sp. 
Kg. Qn. Ht. Qu. 2 ſm. Di. I. a 
ſm. Tr. 

19. B. 4 ſm. Cl. or Sp. Kg. Qu. 
Hr. Qn. Kn. and 1 Di. I. a ſm. Tr. 

20. Kg. Qu. Kn. 2 im, Cl. or Sp. 
Kg. Qu. Ht. Ku. 2 im. Di. J. 
Kg. Tr. 

21. Kg. Qn. 7, 6, 5, Cl. or Sp. 
Kg. Qn. Ht, Qn. Kn. 1 Di. I. 
K. Tr. 
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GAMES SANS PRENDRF,OR ALONT, 
IN BLACK, ELDER HAND LEAD< 
ING A TRUMP, 


1. 8. M. B. Cl. or Sp. Kg. and 6 
Di. Kg. and 6 Ht, Kg. 5 and 6 
S 


2. Three Matt. aud 3 of Cl. Kg. 6 
Di. Kg. 6 Ht. and 2 ſm. Sp. 
3. Three Matt. 3 and 4 Cl. Kg. & 
6 Di. 3 ſm. Ht. 
4 Three Matt. 3, 4, and 5 Cl. 2 
ſm. Di. and 2 ſm. Ht. 
5.S. M. Kg. Kn. 3 and 4 Cl. 2 
ſm. Di. and 2 ſm. Ht. 
6. 8. M. K. 3, 4, and 5 Cl. 2 ſm. 
Di. and 2 ſm. Ht, 
7. M. B. Qu. 3, 4, 5 Cl. Kg. 6 
Di. 2 ſm. Ht. 
8. Sp. 3, 4, 5, 6 Cl. Kg. 1 ſm. Di. 
Kg. Sp. and Kg. Ht. 
9. M. Kg. Qn. 2 ſm. Sp. Kg. and 
I ſm. Ht. Qn. Kn. 1 ſm. Di. 
10. M. Kg. Kn. and 2 ſm. Sp. Kg. 
and 1 im, Ht, Qn. and 2 ſm. Di. 
11. B. Kg. Qn. and 2 ſm. Sp. Qn. 
2 ſm. I. N. and 1 ſm. B.. L 
12. B. Kg. Kn. 2 ſm. Sp. Kg. Qn. 
Ht. Qu. 2 im. Di. 


GAMES 


[ 
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GAMES SANS PRENDRE,OR ALONE, 
IN RED. 


I. Three Matt. in Ht. Kg. and x 
3 Di. Kg. and 1 Sp. Kg. and 2 
Cl. 

2. Three Matt, and 3 Ht. Kg. & 
x ſm. Di. Kg. and Qn. Cl. and 2 
ſm. Sp. | 

3. Three Matt. 3, 4, 5 Ht. 2 ſm. 
Di. and 2 ſm, Cl. 

4. Sp. Man. 3, 4,5. 6, Ht. Kg. & 
1 Cl. and 2 ſm. Di. 

5. Sp. Man. 2, 3, 4, 5, 6, Ht. Kg. 
and 2 ſm. Di. 1 im. Cl. 

6. Four Matt. in Ht. Kg. and 2 
ſm. Cl. Kg. and 2 ſm. Sp. 

7. M. B. P. 3 and 4 Ht, Kg. 1 Cl. 
Kg. 2 Sp. 

8. M. B. P. Kn. 3, 4, 5 It. 1 ſm. 
Di. and 2 ſm. Sp. 1 
„M. B. P. Qn. 3, 4, 5 Ht. 1 ſm. 

, Di. and 2 15 Cl. 

10. Sp. 2, 3, 4, 5, 6 Ht. Kg. I 
Di. Ky. Sp. and K. Cl. 


LAws 
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LAWS or Tus GAME. 


1. Tur cards are to be dealt by 


fours and threes, and no 
other w iſe, and the dealer at liberty 
to begin by ſour or three. If in 
dealing there is a faced card, a new 
dcal, except the laſt. 

2. If there are too many or too 
few cards, a new deal. 

3. He who deals wrong deals 
again, 

4. He who aſks leave is obliged 
to play. 

5. No one to play out of turn. 

6. No matt can be forced but by 
a ſuperior matt; but the ſuperior 
forces the infcrior, when led by 
the firſt player. | 

7. The ſuit named for trumps 
muſt be played, though the worſt. 

8, If you play with eleven cards, 
pou are baſled. 

9. The game or matt muſt be 
demanded before the next deal is fi- 
niſhed. 

10. If any perſon names his 
trump, without aſkiug leave, he 
muſt play alone, unleſs youngeſt 
hand, and the reſt have paſſed. 

11. If any play out of turn, the 
card may be called at any time, or 
the adverſarics may call a ſuit, 


12. If 555 
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12. If any, after the game is won, 
play a ſeventh card, he muſt play 
the vole. 

I3. If you have four kings, may 
call a queen, but not of trumps, or 
one of your kings. 

14. If any ſeparate a card, and 
it is ſeen, it muſt be played, unleſs 
he play alone. 

15. If the king called, or his 
partner, play out of turn, no vole 
can be played. 

' 16, No perſon baſted for a re- 
nounce, unleſs the trick is turned 
and quitted, or played again. 

I7. Forced ſpadille is not obliged 
to make three tricks. 

18. Playing the vole has the prefer- 
ence of playing before ſans prendre. 

19. The — has a right to 
know who is his king called, before 
he declares for a vole. 

20. When ſix tricks are won, hf 
who won the ſixth muſt ſay, I 
play, or do not play the vole, or, I 

, and no more. 

21. He who has paſſed has no 
right to play after, unleſs he has 
ſpadille, and he who aſks mult play, 
unleſs another play alone. | 
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22. If the players ſhew their 
cards before they have won ſix 
tricks, they may be called. 

23. Whoever has aſked leave 
cannot play alone, unleſs forced. 

24. Any perſon may look at the 
tricks when they are to lead. 

25. Whoever, playing for avole, 
loſes it, has a right to the ſtakes, 
ſans prendre, and matt. 

26. Forced ſpadille cannot play 
the vole. 

27. If any perſon diſcovers his 
game, he cannot play the vole. * 

28. None are to declare how 
many trumps are out. 

29. He who plays, and does not 
win three tricks, is baſted alone, 
unleſs forced ſpadille. 

30. If there are two cards of a 
ſort, a void deal, if diſcovered be- 
fore the deal is played out. 


FINIS 


. New Editions of my Short 
Rules for Whift are juſt publiſhed, 
price Sixpence; and in large print, 
price One Shilling. 


ROBERT WITHY, 
STOCK-BROKER, 


B * leave to inform his Friends 
and the Public, that he oon- 
tinues to buy and ſell by com- 
miſſion, ES TATES, LIFE ANN Ul- 
TIES, MORTGAGES, REVERSIONS, 
BANK, EAST-INDIA, and $0UTH= 
SEA STOCK, With their ſeveral p1- 
VIDENDS, INDIA BONDS, NAVY 
and vic TVALLING BILLS, GOVE RNs 
MENT and all other szcur1T1zs; 
alſo, the ſame valued, and r1tvss 
INSURED, on the moſt reaſonable 
terms. 

All orders directed for him at 
Baker's Coffee»bouſe, Change Alley, 
or at his houſe, No. 13, Geor 
Street, York Buildings, will be 


punctually attended to, and pro- 
rly executed. — 
*. * Perſons deſirousof increaſing 
their income, by the purchaſe of 
annuities, for their own or ſellers 


lives, may be immediately ſupplied. 


